
 
Project Skills: 

 Understanding the 
effect of non-native 
species on an 
ecosystem. 

 
Life Skills: 

 Learning to learn 

 
Academic 
Standards: 

This activity 
complements these 
academic standards: 
• National Science 

Content Standards 
Table 6.3 Life 
Sciences. Level K-4, 
Organisms and 
environments; 
Levels 5-8, 
Populations and 
Ecosystems 

 
Grade Levels: 2-8 

 
Time: 30 minutes 

 
Supplies Needed: 

• 6-8 hats or small 
bowls to use as 
caches and 2  flags 
or scarves—one 
gray and one 
brightly colored 

• 10-20 youth 
• Field or clearing: 

basketball court-
sized for 10 players, 
baseball diamond-
sized for 30. The 
game is intended to 
be played on a field 
or other natural 
setting, where 
players can reflect 
on their 
surroundings. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

BACKGROUND 
This activity would work well at a summer camp or as part of an after school 
program. It could be something that youth leaders could bring back to share with 
their younger 4-H Club members. Involving youth leaders in co-teaching this would 
be a plus! 
 
An invasive species is one that puts an ecosystem out of balance because it has a 
competitive advantage (usually a lack of natural enemies) in its new location. The 
addition of an invasive species to an ecosystem results in a decrease in biodiversity, 
not an increase. You will need five food tokens for each player (ideally in two 
different colors to represent the insects and seeds that fish eat), plus one “food 
cache” for every 3-4 players to hold these tokens, plus two more end caches marked 
with flags. As a guide, use this table:  
 

Players Food tokens Caches  

10 50 6 

15 75 7 

20 100 8 

 
Key vocabulary words: 

 Biodiversity is when there are lots of different kinds of life in one 
ecosystem.  

 Ecosystem is a community of organisms.  

 Species is one kind of animal or plant, such as dog or grass. 

 Cache is a hidden treasure, or small collection.   

 Invasive is a tendency to take over, for newcomers to outcompete or push 
out the creatures that were in a place originally. 

 Non-native is an animal or plant that has been moved from its native area 
(which is in balance) to a different ecosystem. 

 

WHAT TO DO: 

This game is played in two phases. 
 
Phase One: 

1. All players are fish, but they are different kinds of 
fish. Players wearing red shirts are red fish, those 
wearing striped shirts are striped fish, and so on. 
There are no teams – calling out the types of fish 
calls attention to diversity. Fish of all colors eat 
insects and seeds in the bottom of the lake and to 
survive the winter they must collect five of them 
and deposit them into the end cache.  

2. Players will run from cache to cache collecting insects and seeds. They may 
collect only one at a time and must deposit each into the end cache before 
running out to collect another. They will have 90 seconds to collect at least 
five. The combination of insects and seeds doesn’t matter, but they must total 
five. Ask players to count the number they collect. Begin the game, counting 
down loudly during the last 30 seconds, encouraging all fish to achieve their 

 

Natural Sciences 

LAKE SALDO: A VERY UNFAIR GAME 

Activity Plan – Understanding Invasive Species                                                       ACTpa062 
 



  

 

An EEO/AA employer, University of Wisconsin-Extension provides equal opportunities in employment and 
programming, including Title IX and American with Disabilities (ADA) requirements. © 2008 by the Board of 
Regents of the University of Wisconsin System. Developed by the Wisconsin 4-H Office, 431 Lowell Hall, 610 
Langdon St., Madison, WI 53703. The 4-H name and emblem are federally protected under Title 18 US Code 707. 

 

• 50-100 game pieces, 
e.g., small stones 
gathered on site; 
marbles or game 
pieces 
 

Do Ahead: 

• Before starting the 
game, set up a 
playing field of 
caches, with 1 cache 
for every 3-4 players 
(minimum of 4 
caches), and an end 
cache, marked with 
a colorful flag. The 
caches can be large 
flat stones found on 
site, someone’s hat 
or plastic food 
containers big 
enough to hold 
about 20 food 
tokens. 

 
• After Phase 1, set up 

a second end cache 
for the carp, ideally 
with a gray flag or 
marker. 

 
Sources: 

• Created by Ann 
Nordby, University 
of Minnesota 
Extension, with 
assistance from 
Jessica Russo of 
Minnesota 4-H 
Youth Development 
and Mark Russo of 
Crosswinds Middle 
School, Woodbury, 
Minnesota. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

five-token goal. Count the tokens, and announce the number. Ask someone to 
divide by five, and say, “Congratulations, you will survive the winter.”  

 

TALK IT OVER 

Reflect: 
After Phase One: 

 Were there enough food tokens for everyone? (yes) 

 Who wins in this game? (everyone does) 

 How many kinds of fish will there be in this lake next year? (the the same 
number) 

 
Phase Two: 

1. Carp have arrived in the lake. There are only two, but they play by a different 
set of rules. Choose two of the fastest players to be carp in Phase 2 and add an 
end cache for them, marked by a gray flag. Carp eat the same things that other 
fish do, but they eat more and they eat faster.  Carp can take two tokens from 
a cache before delivering them to their end cache, marked with a gray flag). 
Native fish continue as before. 

2. Phase 2 is also 90 seconds long, with the same loud countdown for the last 20 
seconds or so. Carp may finish early.  

3. When you reach zero, announce that winter has come. Ask someone to count 
the tokens in the native fish winter store. Ask someone else to divide by five 
and announce the number of native fish who will survive.  

4. Ask someone else to count the tokens in the carp winter store. Divide the 
number by two and announce the results.  
 

TALK IT OVER 

Reflect: 
After Phase Two: 

 Were there enough tokens for everyone? 

 Who won? Who lost? Why? 

 How many kinds of fish will there be in this lake next year? The year after?  

 Did you think the game was fair? Why or why not? 

 Which part of the game was the most fun? 

 What things surprised you in this game? 
Apply: 
In nature, animals are born and die, but the number of animals on an island, in a 
forest or a lake doesn’t usually change much from year to year unless a disruption 
occurs. 

 Can you think of situations in nature that are like this game? 

 What do you think would happen to the population of native fish if this 
happened in real life? What about the carp? What about other species, such as 
frogs?  

 In this game, were the carp an invasive species? Why or why not? 

 Have you heard of any invasive species in your area? In the news lately?  

 In this game, how did you learn about invasive species? 
 

Variation: 
Add a Phase 3, in which those players who did not capture five tokens in Phase 2 are 
now carp. Play again using the same rules as in Phase 2. Phase 3 should end quickly, 
with very few native fish, if any, left. 

 


